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About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed 
to certain visual images, including flashing lights or patterns that may appear in 
video games. Even people who have no history of seizures or epilepsy may have 
an undiagnosed condition that can cause these photosensitive epileptic 
seizures" while watching video games These seizures may have a variety of 
symptoms, including lightheadedness, altered vision, eye or face twitching, 
jerking or shaking of arms or legs, disorientation, confusion, or momentary loss 
of awareness. Seizures may also cause loss of consciousness or convulsions 
that can lead to injury from falling down or striking nearby objects. Immediately 
stop playing and consult a doctor if you experience any of these symptoms. 
Parents should watch for or ask their children about the above symptoms — 
children and teenagers are more likely than adults to experience these seizures. 
The risk of photosensitive epileptic seizures may be reduced by sitting farther 
from the television screen, using a smaller television screen, playingin a well-lit 
room, and not playing when you are drowsy or fatigued If you or any of your 
relatives have a history of seizures or epilepsy, consult a doctor before playing. 

Other Important Health and Safety Information 

The Xbox Instruction Manual contains important health and safety information 
that you should read and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front- or 
rear- project ion types, can be damaged if any video games, including Xbox 
games, are played on them. Static images presented during the normal course 
of game play may "burn in" to the screen, causing a permanent shadow of the 
static image to appear at all times, even when video games are not being played. 
Similar damage may occur from static Images created when placing a video 
game on hold or pause. Consult your television owner's manual to determine if 
video games can be played safely on your set. If you are unable to find this 
information in the owner's manual, contact your television dealer or the 
manufacturer to determine if video games can be played safely on your set. 
Unauthorized copying, reverse engineering, transmission, public performance, 
rental, pay for play, or circumvention of copy protection is strictly prohibited. 
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1. Connect the Xbox Controller to any controller port on the 
front of the Xbox console. For multiple players, connect 

ADDITIONAL CONTROLLERS TO AVAILABLE CONTROLLER PORTS. 

2. Insert any expansion devices (for example. Xbox Memory Untts) 
into controller expansion slots as appropriate. 

3. Follow the on-screen instructions and refeh to this manual 
for more information about using the Xbox Controller to play 
UFC: Tapout 2. 



C i mt^ M «rt I pp« 1MUM C i ij i * mi pwl a 

Using the Xbox Video Game System 

1. Set up your Xbox™ video game system by following the instructions in 
the Xbox Instruction Manual. 

2. Press the power button and the status indicator light will light up. 

3. Press the eject button and the disc tray will open. 

4. Place the UFC: Tapout 2 disc on the disc tray with the label facing up 
and close the disc tray. 

5. Follow the on-screen instructions and refer to this manual for more 
information about playing UFC: Tapout 2. 

Avoiding Damage to Discs or the Disc Drive 

To avoid damage to discs or the disc drive; 

■ Insert only Xbox-compattble discs into the disc drive. 

• Never use oddly shaped discs, such as star-shaped or heahtshaped 
discs. 

• Do not leave a disc in the Xs ox console for extended periods 
when not in use. 

■ do not move the xbox console whtle the power is on and a disc 
is inserted. 

• do not apply labels. stickers, or other foreign objects to discs 



Expansion slot A 



Expansion slot B 



Right trigger 



Left thumbstick 

BACK button 
START button 





Left trigger 



Y button 
X button 
B button 
A button 

Black buttc 
White buttt 



Directional pad Right thumbstick 
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The Ultimate Fighting Championship (UFC) is a sporting event that beings 
together the world's most talented mlxed martial afltists. the ufc was 
cfleated im 1933 as a hade for pay-per-view spectacle to garner worldwide 
attention. There never was a plan to proceed beyond one or two shows. The 
idea was to bring together champions of various martial arts and olympic 
spohts, such as karate, riu-rrrsu, boxing, kickboxing, wrestling, sumo and 

OTHER DISCIPLINES TO DETERMINE WHICH STYLE WOULD BE MOST SUCCESSFUL IN A 
TOURNAMENT. INTERNATIONAL SUPPORT FOR THE EVENT WAS ENORMOUS, WHAT 
BEGAN AS A MERE SPECTACLE WAS TRANSFORMED INTO ONE OF THE WORLD'S MOST 
ENTERTAINING SPORTING EVENTS. OVER THE COURSE OF ITS EIGHT-YEAR EXISTENCE 
AND MORE THAN 35 EVENTS, THE UFC HAS BECOME THE PREMIER MIXED MARTIAL ARTS 
EVENT IN THE WORLD, FEATUHING COMPETITORS OF MULTIPLE DISCIPLINES IN A QUEST TO 
BECOME AN ULTIMATE FIGHTING CHAMPION. 




UFC: Tapout 2 IS a realistic fighting game that places the player IN THE 
Octagon to compete in Mixed Martial Arts (MMA) competition. This is 
not your average fighting game. there is no magic. no fireballs, no 
weapons. no twenty-hit combos. there is only a soutaby fighter and his 
opponent, inside a cage, fighting to determine who wtll be victorious. 

Real Fighters. Real Fighting. 




Mixed Martial Arts employs a numeer of different positions from which 
the fighter may deliver attacks, or attempt submissions to mare the other 
fighter tapout. ufc: tapout 2 showcases five of the bask positions: the 
standing position and fouh ground positions (and thee upper and lower 
positions}. Each position offehs a variety of advantages and disadvantages 
to a fighter. Which posmow a particular fighter is most effective ih is 

HIGHLY DEPENDENT ON HIS TRAINING AND STYLE (A FEW ADVANTAGES AND 
DISADVANTAGES ARE OFFERED BELOW FOR REFERENCE). THESE POSITIONS ARE 
CHARACTERIZED AS FOLLOWS: y 







Standing - Both fighters are standing. From 
this position, a variety of strikes can re launched 
or a fighter may choose to shoot w on their 
opponent and move to a guard or mount position. boxehs, klckboxers, and 
armtlah striking artists do their best work here. 

Advantage: Able to avoid submission attempts and force a competition of strikes. 
Blocking can be very effective. 

Disadvantage: Unable to uttuze submissions. Characters are more open to strikes 
and damage. 

The Guard • The guard position is characterised by the fighter on the 
bottom having his legs around the waist of the fighter in the top position. The 
closed variation of this position means that both legs are completely extended 
beyond the waist, often locked together using the ankles behind the top fighter 
so that he cannot move to the full mount (see below). the lower position is very 

POPULAR FOR fni-IlTSU PRACTTTTONERS, PARTICULARLY BRAZUIAN iRJ-JlTSU, SINCE n ALLOWS 

foh a variety of submissions including triangle chokes and armbahs. 

Lower 

Advantage; Able to attempt submissions if trained in such. The position is strategic 
since it allows for a quicker escape to standing as well as preventing a full mount. 
]nj-Irrsu fighters are often able to deltveh damaging kidney shots using heel kicks. 

Disadvantage: Blocking does not prevent 100% of damage Most fighters 
however are unable to throw strong strikes. 










Upper 

Advantage: Strikes ahe effective. Can attempt submissions or attempt to pass 

guard and enter full mount. 

Disadvantage: Difficult to move to a standing position quickly. Limited 
submissions available. 

The Full Mount 

This position is characterized by the above fighter completely 
straddling the lower fighteh's body above or around the waist. from 
this position, the dominant fighteh may sit up to deliver a variety of 
devastating strikes to the lower fighter. the upper position is the favored 
position of "ground and pound" stylists. 

Lower 

Advantage: Very few. although some fighters may be able to attempt a 

submission if properly trained. 

Disadvantage: Highly susceptible to damage whether blocking or not. 
Open for a wide range of submissions. Difficult to escape from 
ground positioning. 

Upper 

Advantage: Sthikes are very effective (ground and pound strategy works 
well from this position). Large variety of submissions available. Easy to 
escape to standing position or get the opponent into a backmount. 

Disadvantage: No sicks available for strategic striking. Susceptible to 
submissions from good ghound fighters. 

The Back Mount - This is the most dominating position in grappling. From 
the upper position, the fighter is able tq throw a number of strikes and 
submission attempts with few repercussions. The lower position is something 
that every fighter would be best to avoid. 

Lower 

Advantage: Nearly none, although a few fighters may be able to at 

some sort of submission if the opportunity arises. 

Disadvantage: Very susceptible to damaging strikes and a vast array of 
submissions, most of them are very difficult to escape from. 






Upper 

Advantage: May attack opponent fairly freely with little chance of submission or 

counter attack from most fighters. 

Disadvantage: Difficult to get into with most fighters. With the best ground fighters, 

this can still be a dangerous position when dealing with submissions. 

The Side Mount 

Time and time again this position has proven to be just as effective as the mount 
and backmount positions. While there are not many submissions available from the 
position the ability to deliver powerful knee strikes and maintain control over the 
opponent's movements from the top makes this a devastating position to defend against. 
Avoiding the bottom sidemount at all costs is recommended. 

Lower 

Advantage Nearly none, while in this position the fighter is able toutilize knees. 

Reversals and escapes from this position will result in the player entering the top 

guabd position. 

Disadvantage: Knees to the ribs become a danger; submission attempts and sthik- 

ino are also plentiful and dffficult to reverse. there is no means of escaping to a 

standing position. 

Upper 

Advantage: Absolute control over an opponent's movement as well as the ability to 

deliver damaging knees to the upper body of the opponent. A number of submissions are 

available. 

Disadvantage: Nearly none. Knees and elbow strikes are a danger from this 

position, but due to the controlling nature of the upper sidemount the 

opponent's offensive attempts can be regulated. 
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EVEHV FIGHTER HAS A DffFEfiENT SET OF ABILITIES 

AND MOVES BASED ITCN HE FIGHTING STYLE. SOME 

FIGHTERS HAVE A VARIETY OF MOVES FROM ALL POSITS0N5, 

WHILE SOME ARE MORE DOMWAHT IN ONE POSITION THAN 

ANOTHER DDE TO THE* THE CONTROL LET IS MOBE OF A 

GUIDE ANDNQT COMPLETELY UNIVERSAL FOR ALL FIGHTERS. 

Fc«lNETAWX SOMEHGHTERS WILL HAVE A SOMBER OF SUBMISSION AHLITTES FROM. THE 10WEB 

GUARD POSITION, WHILE OTHER FIGHTERS WILL BE VEHY LIMITED, WHAT FOLLOWS E A GENERAL < 

LEARN THE ABILITIES OF ANY INDIVIDUAL FIGHTER 
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STANDING 

Right Kick - A 

Right Punch - B 

Left Kick- X 

Left Punch - Y 

Punch Counter - B+Y 

Middle to High Kick Counteb - A+X 

Shoot In oh Attempt grapple - X+Y or A+B 

Counteh Grapple Attempts - X+Y or A+B 

Escape from Take Down - Rotate directional pad or left thumb stick 

repeatedly. 
STEP MOVES 
Front Step strike or grapple - Tap directional pad or left thumbstick 

towards opponent and then perform move. 

Buck Step strike or grapple - Tap directional pad or left thumbstick away 

fhom opponent and then perform move. 
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Left Step strike or grapple ■ 



Right Step strike or grapple ■ 



Tap directional pad or left thumrstick 
towards the left of your opponent and then 
perform move. 

Tap directional pad or left thumbstick 
towards the right of your opponent and then 
perform move. 



Ground Positions (Mount, Guard & Backmount) 

Left Punch - X oh Y 

Bight Punch - A or B 

Punch Counteh - B+Y 

Submission (Top Positions) - X+Y or A+B 

Counter Submission (Upper Body) - B+Y 

Counter Submission (Lower Body} - A+X 

Position Change {except Backmount Top) - Rotate directions, pad or left 

thumbstick repeatedly. 
Position Change (Backmount Top} - A+Y 

Ground Position (Side Mount) 

Left Punch - Y Submission (Top Position) - X+Y or A+B 

LeftKnee-X 

left Right Knee - A or B Position Change - Rotate directional pad or 

thumbstick repeatedly. 
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Arcade Mode 

Upon entering this mode you will be able to choose a fisher. You will then fight an 
mnNtrE she of opponents trying to win as many matches m a how as possible. Records 

ARE KEPT OF WHICH FKSHTERS WERE USED AND HOW MANY WINS THEY EACH HAVE, 

Champion Road 

Champion Road b a five-fight battle foh the UFC title belt. When starting dj this 

MODE, YOU MUSI FIRST CHOOSE THE WEIGHT CLASS IN WHICH YOU WBH TO COMPETE, The WEIGHT 
CLASSES ARE DIVIDED AS FOUOWS: 

Heavywsght - For fighters that wncai above 205 pounds. 

Lean Heavyweight - The includes fighters weighing 185 - 2049 lbs. 

Middleweight - Fighters range from 170 - 1B49 lbs. 

WEUEHWEKair - For fighters that weigh between 155- 163.9 lbs. 

Lightweight - 145- 1549 lbs. these fighters are in the dghtest class of the UFC. 

you vfflx be brought to a fighter s1ecton screen d* which you are able to choose an 
actual ufc fighter, or load one of your caheeh fighters of the appropriate weight 
class. After that, the tournament begins. You will have to fight a total of five fights. 
if you win the tournament, you will receive the silver belt for that character. 

Legend Mode 

Legend Mode lets you defend the title belt against a string of seven 
challengfjk. only fsghters who have completed champion road may ehter the mode 
Like Champion Road, you must foist select a weight class. You will again be brought 
to a fighter selection screen to choose an actual UFC fighteh that you've defeated 
Champion Road with. 

After selecting the fighter, the new tournament begins. You will have to fight through 
a total of seven bouts. if you win the tournament, you will receive. the qold belt for 
that character. 



Tournament Mode 

TOURNAMENT MODE ALLOWS DP TO 8 PLAYERS TO 
PARTICIPATE m A UFC MULTI-FIGHT TOUBNAMENT. TfflS 
IS EASED UPON THE EIGHT MAN TOURNAMENTS THAT 
UFC WOULD BOLD EARLY IN ITS HISTORY, ALLOWING 
YOU TO SELECT EACH FIGHTER AND WHETHER OR NOT 
THEY ARE PLAYED BY A HUMAN PLAYER OH BY A COM- 
PUTER PLAYER THE FORMAT DISREGARDS ANY WEIGHT 

class. The player who is arle to wm all 3 fights 

WILL EE THE CHAMPION. 



Exhibition Mode 

This is a single bout between two fighters. Matches can be fought between one 
PLAYER AND THE COMPUTER, TWO PLAYERS, or two computer players. Between each 
fight.the players will be able to select a fighterThehe are no WEIGHT CLASSES in this 
MODE. SO ALL FIGHTERS WILL HE AVAILABLE TO THE PLAYER AT ALL TIMES. 

Career Mode (Create Fighter) 

IN THIS MODE, YOU ARE ABLE TO CREATE A CUSTOMIZED FIGHTER FOR USE IN THE GAME. 
THERE ARE HUNDREDS OF DIFFERENT COMBINATIONS available TO YOU SO THAT YOU WTLL 

be able to create yourself, a friend, or even attempt to recreate some of your 
favorite fighters of all time. after choosing make a new flghter from the main 
menu, you will be presented with the following options: 

Name Entry - Here you can enter the first and last name for your fighter 

Nickname - Here you can choose from oyer 40 different nicknames. This 
is the name that bruce buffer will announce when you enter into 
the Octagon. 

Profile - This is where you determine the vttal statistics of your character. 




There are SO diftehent clothing configurations for your hotter. 
Choose which configuration you'd lee for your fighter 



Musk ■ 



Choose one of 8 different voices. 

Choose from 12 styles of musk for the fighter's entrance. 






Weight - 
Height. - 
Age - 
Cqhntry - 

Hometown 
Strength s - 

Face - 
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Choose a weight between 100 and 399 lbs. 

Choose a height between 5 and 7 feet. 

Choose an age between IB and 50. 

Choose the country that your fighter is from, 

ranging from Angola to Vietnam. 

Enter your fighter's hometown. 

Choose three strengths that represent your fighter. 

There are over 80 to choose from. 

This will determine your character's face, as well as 

his skin color and hadi color There are over 90 

different faces to choose froji, ranging across all 

HAIR COLORS. SEN COLORS. AjrfJ FACIAL HAIR. 



Style - Now, it's time to choose youh fighter's discipline (or the martial art that he 
predominantly practices). All of the disciplines contain a variety of standing and 
ground fighting techniques, although some styles may favor one over the other. The 

DISCIPLINES AVAILABLE ARE: 

• Iiu Irrsu* Street Fighting • Wrestling • Sumo • Shoot fighting • Pro Wrestling 
• KicxBOXiNG • MuayThai • Karate • TaeKwonDo • Capoeera • 

Finally, after you've determined the physical traits of your character you can focus on 
he skills. Be sure your characters look the way you'd like though, because you won't he 
able to change them later. 

From the created fighter's menu, there are a VAKtETY of choices: 

Moves List - The selection will display your fighter's current moveslet. Each 
move's button assignment and name are displayed for every position. Knowing the is a 
key to victory. 

Profile - Profile displays your fighter's personal information as well as stats. 
These stats are: 

• Life - The amount of life that your character has. This will 

determine how many strikes he can take before he's knocked out. 

• Stamina - This determines how quickly your character will 

recover he stamma after throwing a flurry of strikes. 

• Pj3*ch_Sjpel - Thepoweh and intensity of your character's strikes thrown 

from the hands, arms, or elbows, 

The power and intensity of your character's strikes thrown 
from the iegs, feet. or knees. 

The fighter's movement speed. The includes the fighter's 
abuty to move around the octagon and the quickness a punch, 
kick. oh grapple e performed. 

This effects the success rate of a fighters graphing attempts. 
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■ sparring i tournament - upon selection of the "sparring" option you will be 
presented with a list of potential sparring partners, 
Each of these partners has a corresponding chal- 
lenge AND REWARD. By ENTERING ANY SPARRING MATCH, THE 
player uses one week. once four weeks have passed 
the "Sparring" option on the main Career mode mend 
wrj, change to "Tournament". Successfully complet- 
ing a tournament will allow your fighter to move 
to the next tier, making new motes and better stats 
available. After competing m the ftfth tournament. 
you will no longer be able to level up your charac- 
ter dj career mode. 

List displays your current tier's tournament bracket. 

As the fighter's health and stamina carry over from fight 

TO FIGHT WITHIN CAREER MODE, REST BECOMES AN IMPORTANT 

option. Selecting rest wni replenish your fighteh's vitality. 
Using rest, however, costs one week of training. 
This option will take you to the career mode system 
sub -menu. The options here are: 

Allows you to save a fighter's progress to your Xbox's 
Hard Drive. Prior to selecting this option youh fighter 
will not be saved. Make sure to use this option often! 
Allows you to load your fighter. 



• List - 

* Rest- 



• Save/Load ■ 

• Save - 



•LOAB- 

• Back To Title - Tms option takes you back to the UFC title screen. 



Training Mode 

This mode allows you to learn the different 
abrjties of your fighter and discover how to 
best use them in the octagon. when pausing 
the game in this mode (by pressing the start 
button), the player will be presented with a 
variety of options io help them better 
learn the types of moves that are avarable to 
the fighter and how best to utjiize them. 

The options available to the player ahe as follows; 









Position Set - You can choose the position that you wish your 
character to be m. Tms will allow you to explore and experiment with the 

MOVEMENTS THAT ARE AVAILABLE FOR A PARTICULAR POSITION FOR A FIGHTER, THE 
POSITIONS available are (descriptions FOR THESE POSITIONS can BE FOUND UNDER 

"Positions" m this manual): 

• Stand - Standotg Position 

• Mount-Top - Full Mount. Top Position 

• Mount-Bottom - Full Mount, Bottom Position 

• Guard-Top - Guard, Top Position 

• Guard-Bottom - Guard, Bottom Position 
■ B Mount-Top - Back Mount, Top Position 

• B Mount-Bottom - Back Mount, Bottom Position 

• Sn>E Mount Top - See Mount, Top Position 

• Side Mount Bottom - Side Mount. Bottom Position 

Opponent Status - This sets how the opponent will act while in the 
Octagon. This allows the opponent to act in a desired way so that you 
may develop strategies for certain actions. 











Free- 



Guahd - 



CPU- 



Cpu-Escape - 



Manual - 



Counter ■ 



Opponent will stand without reaction to allow 
you to throw a varety of strikes or allow you 
to succeed m performing any submission. 

Opponent will block all strikes but will not 
attack. 

Opponent will act as a normal AI player 

(AS FOUND Bt THE NORMAL PLAY MODES). 

Opponent acts as a normal AI player, but also 

ATTEMPTS TO ESCAPE FROM EVERY SUBMISSION AND 
TAKEDOWN ATTEMPT, 



Opponent control is passed over to a second 
controller, so that you may have someone 
position him as desired. 



Set to on or off. If on, the opponent will 
attempt to counter submissions and takedowns. 




Display Data - The kiting allows the player to decide what sort of 

additional data will be displayed oh the screen for their reference. the options included 

in the setting are 

AllOn- Turns all display data on. 

Attack Data Off- Turns off the display that shows the amount 
of damage done by a particular attack 

Enter Buttons Off- Turns off the display that shows the exact 

buttons that were pushed during the training session. 

AllOff- Turns all data off so THAT the display e the SAME as hi 

regular gameplay. 

He-Center- Returns fighters to thhh starting positions in the 

Octagon. 

Recover- Recovers all health and stamina for both fighters. 

Moves Let - Brings up the moves let deplay. 

Fighter Select - The allows you to return to the Fighter Selection 
Screen. 

Back to Main Menu- Select to quit the mode and return the player to the 
Main Menu. 




From the main menu, the Options menu can re selected. The mode allows the player to 
configure the FOLLOWING: 
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Game Options 

Game Difficulty - Difficulty can be set to three dlffehent levels: 
Rookie, Contender and Heavy. 

Round System - Adjusts the number of rounds for a particular 
fight, (default: 3J 

Round Duration - Adiust the length of each round for a 
particular fight. (default: 5 mln.} 

Blood Effects - Select the level of the blood effects. 
Button Configuration 



Setting - 
Default - 

Sound Options 

Music Volume - 
SFX Volume - 



Allows you to customize the controls for 
gameplay. 

Resets all controls to the basic default 
configuration. 



Adjust the volume of the music. 
Adjust the volume of the sound effects. 



Audience Volume - Adjust the volume fob the audience and Bruce 
Buffer fighter intros. 

Music Setting 

Use Hard Dbs Musk - Turn uses-created soundtracks on or off. 

Select the first track to be played during fight. 
Keeps track of consecutive wins in Arcade Mode, 

Save current progress and all current settings. 

Load a previous save game, fncluddig previous 
settings. 

If set to On. the game will automatically save the 
player's progress and settings' changes. If set to Off, 
the player wrx need to do all saving manually in the 
Options-Save/Load menu. 
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Back To Main Menu - Ehts options and returns player to 

the Main menu. 







Mount Necklqck 
• (Rivai Stun) B+A 
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Style: KlCKBOXING 

Age: 31 

Height: 6'2" 

Weight: 199 

UFC Record: 9-1-0 

Right Mid-Kick, Left Punch, Right Uppercut, 

Right High Kick 

• (Standing) A. Y, B, A 

Left Punch, Right Punch. High Left Kick 

• (Standing) Y, B, X 

Knee Sthike, Catch Knee Strike 

• (Back Step) X, X+Y 
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Style,- Submission Fighting 
Age: 26 
Height: 8'2" 
Weight: 199 
UFC Record: 9-2-0 

Left Punch, Right Punch, Right Kick, 
Knee Strike 

• (Standing) Y. B, A, X 

Low Kick reversal to Mount Top 

• (Front Step) X+A 

2 Right Punch, 2 Left Punch 
■ (Standing) B, B, Y, Y 





gTtos Monster" 

Style: Freestyle Whestling 

Age 29 

Height: 5' 10" 

Weight: 199 

UFC Record: 4-3-0 

Straight, Uppercut, Hook 

• (Standing} Y, B, Y 

Left Low Kick, Right High Kick 
» (Standing) X. A 

Axe Hammer Strike 

• (Mount Top, Guard Top) Y+A 
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Style: Machado BJJ / Muay Thai 

Age: 31 

Height: 6'3" 

Weight: 204 

UFC Record: 1-3-0 

Straight, 2 Hooks, Right Mid-Kick 

• (Standing) B, Y. B, A 

Right Uppercut. Left Hook 

• (Fsont Step) B, Y 




Triangle Choke 

• (Backmount Top) B+A 
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Style: Freestyle 

Age: 30 

Height: G'O" 

Weight: 199 

UFC Record: 8-1-0 

Knee, Knee, Lett Uppercut 

• (Standing) X, X, Y 

2 lunging knee strikes 

• (Back Step) A. X 

Drop to Guard Position 

• (Standing) B+A 
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Style: Freestyle 
Age: 34 
Height: 510" 
Weight: 195 
UFC Record: 3-4-0 

Sprawl to Haymaker 

• (Shoot Reversal) Y+B 

Jab, Hook, Hook 

• (Back Step) Y, B. Y 

Cuncb, Hook 

• (Right Step) Y+X 
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Style: Freestyle 
Age: 27 
Height: 5'10" 
Weight: 185 
UFC Record: 3-1-0 

Jab, Straight, Cross, Hook 

• (Standing) Y, Y, B, Y 

Thai Clinch/Plum Grab 

• (Lett Step) B+A 

Triangle Choke 

• (Rwal Stun) B+A 





Dave Menne 
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Style: Brazilian Iid-Jitsu 
Age: 28 
Height: 5"10" 
Weight: 185 
UFC Record: 2-2-0 

Guard Takedown to Triangle Armbss 
(Standing) Y+A, B+A, B+A 

ounter Keylock 

• (Triangle Reversed bv Spinning) B+A 

Counter Achilles Tendon Hold 

• (Triangle Reversed by Y+B) B+A 
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Style: Miletich Fighting Systems 
Age: 28 
Height: 5'9" 
Weight: 169 
UFC Record: 5-1-0 

Right punch to single leg takedown 

• (Standing) B, B+A 

Right punch, left punch, takedown 

• (Standing) B, Y. Y+X 




Style; Combat Do Jiu-Jitsu & 

Shldokan Karate 
Age: 30 
Height: 5'8" 
Weight; 169 
UFC Record: 3-1-0 



Spinning Back Fist 

• (Front Step) B 

3 Punch Power Combo 

• (Back Step) Y, B, Y 

Spinning Low Leg Kick 

• (Lett Step) X 
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Style: Itu-Jitsu 
Age 24 
Height: 5'9" 
Weight: 154 
UFC Record: 5-1-0 



Straight pouch. Right Kick 

• (Standing) Y, A 

Fake punch, kick combo 

• (Back Step) Y, B 

Flyikg ahmbab 

• (Fbont Step) B+Y 



Style: Muetich Fighting Systems 

Age: 28 

Height: 57" 

Weight: 150 

UFC Record: 6-0-1 

Spinning Left Kick 

• (Left Step) X 

Haymaker Hoox 

• (Back Step) Y 

Machdjegun Punch Set 

• (Mount Top) B. Y, B. Y, B. Y 





Style: Renzo Gbacie Jiu-Jitsd 

Age: 27 

Height: S'9" 

Weight: 169 

UFC Record: 2-2-0 

Jab, Cross. Kick 

• (Standing) B, Y, X 

Punch Parky 

• (Left Step) Y+ 

O Soto Gaeu 

• (Right Step) A+B 



Style: Waiutsu / Wrestling 

Age 26 

Height: 5'7" 

Weight: 154 

UFC Record; 3-2-0 

Big Sleep 

• (Back Step) A+X 

Flying Kick 

• (Back Step) A 

Spinning High Kick 

• {Right Step) X 
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Managing Director 
Executive Producer 



Crave Entertainment Japan 



Crave Entertainment USA 



Senior Producer 

Producer 

Associate Producer 

Translator/Interpreter 

Senior Vice President Product Development 

President, Crave Entertainment 

Lead Tester 

Primary Testers 

Test Team 



Compliance Manager 
Manager ot Quality Assurance 
Director of Marketing Services 
Marketing Project Manager 
Manual Layout and Design 
VP, Corporate Counsel 



Shinji Katsukawa 
Mancani Kuroda 



Rob Sandberg 
Mike Givens 
lames Altenburg 
Kaoru Koda 
Mark Burke 
Hon Scott 
Aaron Hartman 
Brian Curls, Wes Bonn 

Anthony Lee 
Joe Olivas 
Mike Kurilko 
Nam Kim 
Paul Taniguchi 
Ramon Ramirez 
TuanTrinh 
John Bloodworth 
Robert Bryant 
SheriSnow 
YumiSaiki 
Ethan Malykont 
Barry Seat on 




TDK Mediactive Credit List (US Developer) 



Special Thanks to: Nima TaghavL Kevin Hoekman, Judy Baugfaman, Michael 
Steuerwald, Craig Owens, The Mask and Skyscrape from Tapout Dana White 
& Keith Evans from Zuffa, LLC, Ricco Rodriguez, Phil BaronLRobbie Lawler, Matt 
Hughes and Chuck LiddelL 



Published By 

Executive Producer 

Executive Producer in Charge of Production 

Senior Producer 

PD Coordinator 

Brand Director 

Senior Brand Manager 

President and COO 

CFO 

Executive VP, Sales and Marketing 

Executive VP, Business Development 

Director. Business Development 

VP, Human Resource 

VP, Global Marketing 

VP, Operations 

Special Thanks 

WARRANTY AND SERVICE INFORMATION 



TDK Mediactive. Inc. 
Vincent Bitetti 
Steve Ryno 
Tim Goodlett 
Adeline Petros 
Chaz Fitzhugh 
Tamara Johnston 
Shin Tanabe 
Martin Paravato 
Michael Deviae 
Daniel Kletzky 
Andy Babb 
Eugene Code 
Stefan Serwe 
Lorena Billig 
Sheri Snow 





PRODUCT SUPPORTERS 

The TDK Mediactive Product Support Department provides technical support, customer service and game 

hints There are several different ways to receive assistance: 

ONLINE SUPPORT 
TDK MedLaciive prcvdes support via the World Wide Web 24 hours a day, seven days a week. The address is 
'.vww.tdk-mcdiactivB.cam. You can also team more about this game at wvjw.Lrfcvide0game5.com. 

EMAIL SUPPORT 

A representative witi promptly and personally answer e^maf inquw ies. Requests. should be e-mailed to 

support@ldk-m.com Please inc&ude a detaded description or the situoon. 

TELEPHONE SUPPORT 
Live representatives are available by telephone Monday through Friday 7:30 am to 6:00 pm PST at 

(816) 707-7063. 

WARRANTY AND SERVICE INFORMATION 
In the unlitiefy event of a problem wilh your product ("Producf J, you may only need simple instructions to correct the 
problem. Please oorftfld the TDK Mediactive Interactive Product Support Department at (818) 707-7063 or on the 
web at wmv.tdk-rnediactive.com before returning Ibe Product to a retaifef.1t a TDK Medfcaciive service teennician 
is unable to solve Irte problem by phone or on the web via e-mail, he will authorize you to return the Product at 
your risk of damage, freight and insurance prepaid by you. together with your dated sates slip or similar oroot-of- 
ourchase within the ninety (90$ day warranty period to, 

TDK Medisr 

9 Dr 
Westfake ViJiage, CA 913M 
ALbV Product Supi: 



TDK Mnmattfve ts not responsible fcr unauthorized returns of Product and reserves Ihe right to send such 
authorized relums back to customers. 

COPYRIGHT 
Ultimate Hgnting Championship UFC. and the UFC Logo are either trademarks ar registered trademarks of 
LC in the US and other courtirres, arid are used under license. © 2003 TDK Mediactive, Inc. Alt Rights 
Reserved PUBLISHED AND DISTRIBUTED BY TDK MEDIACTIVE, INC. 

AJI elements of this product have been copyrighted. All elements not onginaliy created by TDK Madiaclive interactive. 
Inc. {heranafler fefened to as TDK MEDtACHVE) an; (licensed by the respeciivo licensors Please refer to the insert 
and package for specific attributions, legal nocces, and restrictions. This manual and all contents described wllhrn A 
are copyrighted AH nghts reserved 

Under existing copyright laws, mts product and associated package componenis (whether complete or only a por- 
Ikxi thereof! cannot be copied without pnor written conseni of TDK MEDIACTIVE The same property and copyright 
notices must be affixed fa any permitted copies as wen? affixed to the original. This exception tfces nor allow copies, 
-■ers, whether or not sold. Under federal law. copying Includes translalirig rmo another language or 
format- '.: ■■; segments in any multimedia presentation intended fur audiences may obligate you to pay a 

-small fee per person in accordance to ASCAP I BMI or other performer's ngnis organtzations 

LICENSE AGREEMENT 

This is a license agreement between you (either an nldivfdualwanoritityja^eend^ser. andTDKWEDIAGTIVE TDK 
MEDIACTIVE fiereby grants to you, the owner of trus product, a non-exclusive license agreement to use ins enclosed 
software subject to the terms and restncttons set forth in This norvexctusrve agreerreTt tfyoudo nota&re- I 
Terms as set forth herein, you must return the unused product to the manutedurer. 

LIMITED WARRAr: 
TDK tVEI ACT'VE warrant that this proouct will perform substantially in accordance 
accomp- r ^neriate for a perod of ninety (90) days from the pate o' -eceipt Any implies' \ 

product.; Some states/jurisdrctions do rKJtattow !i=rHtsti:.< ..n Imptiec 

•a the above fcrnftation may not apply to you. 

CUSTOMER REMEDIES 

TDK MEDIACTIVE '5 entire uatxfcy and your exclusive remedy 3hall be, aT TDK MEDIA' I 

re turn: refund a* the pr«ce paid Or repair or replacement of Ihe product C^at does no! meet TDK MED: ■ 

i<rniTed warranty and that «s. returned to TDK MEDI ACTIVE wtth a copy c-i your . 

purchase In no event shall TDK MEDI ACTIVE'S liability wfth respect «o this lirmir 

reptaoemenr of Uie media on which the product is recorded, Thi^ Jimitsn warranty is void I is product; 

has resuftea from aLOdenE abuse, or rnisappticatsons. Any replacement lV 'he product will be warranted fro Etijjj 

remainder of the original warranty period Of thirty (30) days, whichever is longer Neither these remedies nof 

any product sarvices- pffi ■'. .MEDIACTIVE are available for the U S version of TJie producf outside of 

the Unites S;ate& and C - 

NO OTHER WARRA- 
TDK MEDIACTIVE dv=danns all other warranties, either expressed or -m- 1 -v^n'.aoittty and fitness 

. rhe product a 1 an mater-als TDK MED I ACT! V 

does no" - : a3ea produci or documentation is wiihuut defect or error or the ooeralion of the 

: ---d product wttl be u ; " 

MO LIABEUTY FOR CONSEQUENTIAL DAMAGES 
in no event shall TDK MEDIACTEVE or fts suppliers be liable for' any damages whatsoever {incluGrng. with- 
irifion damages far toss of business profits, business interruption, loss of business information, or 
other pecuniary Joss) anstng oui of the use or inabifrty to use this TDK MEDIACTIVE product, even if TDK 
MEDIACTiVE had been advised Of the possibility of such damages. Because some states^ jurisdictions do not 
aUowfip- ■-arrry, the above rntormatton may notappry to you. The warranty and 

remedies set Ja trad or written expressed or implied. No dealer 

ol TDK MEDIACTIVE product, nor dtstrt&mor. TDK MEDIACTIVE ■ . dulhunzed to mate any 

mrjdifkvv .iiiity shall not be apptlcaDie to ihe exlerrt Ihalany provision -of 

. arranty is prohibited by any federat. stale, or municipal iaw that cannot be pre-empted. 




